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INTRODUCTION 


Las Vegas Cool Hand is a trio of card games designed to appeal to all tastes. 


First there is the popular gambling game “Blackjack”. Secondly there is the challenging 
“Cribbage”, and finally there are four variations of “Solitaire”. 


Full instructions are included within the Game Pak and can be easily accessed while playing 
a particular game. Solitaire features a “Hint Mode” which can help to show potential moves 
although experienced players can turn this feature off. 


Card games typically evolve and there can be several different styles of play to an individual 
game. Las Vegas Cool Hand features four different ways to play Blackjack-each with 
Slightly different rules. Solitaire and Cribbage also allow slightly different ways to play them. 


CONTROLLER PARTS 


This manual refers to the 
following directions 


Control Pad 
A Button Up 
B Button 
Control Pad Control Pad 
Control Pad Left Right 
Select 
Control Pad 
Start Down 


STARTING UP 


With your Game Boy turned OFF, insert the Las Vegas Cool Hand Game Pak into your Game 

Boy. Now turn your Game Boy ON and wait until you see the title screen. 

For a new game, highlight the word “START” with the Control Pad and press START or either 

the A or B buttons. 

I. If you know a password from a previous game, highlight the word “Password” 
with the Control Pad and press either the A or B button to go to the Password 
Entry Screen. 

lf the screen remains blank after turning the Game Boy on with the Game Pak inserted, try 

adjusting the contrast dial. Also, check the battery LED indicator is working to make sure the 

system is getting power. 


IMPORTANT; 
Always ensure the power is switched OFF before inserting or removing the Game Pak. 


SELECTING EACH GAME 


From the main menu screen, use the Control Pad to select one of the 3 card games. With the 
selected game highlighted, press START to begin the chosen game. 


There is also the option to disable the music played during each game. This is also accessed 
on the main menu. 


While playing one of the three card games, you can always quit and return to the main menu 
if you would like to play one of the other games. 


ABOUT BLACKJACK 


Blackjack is one of the most popular games you can find in a casino. It has a combination of 
qualities which makes it challenging and fun to play. It is a simple game, offering just enough 
mental challenge to make it continually interesting. 


Blackjack originates in France and was adapted from the game Vingt-et-un (21), which had 
evolved from other card games. It is also played as a family game at home under the name 
Pontoon, or “21”. The term “blackjack” refers to a two-card holding of 21 - an ace with any 
10 or picture card. The rules of Blackjack vary slightly from casino to casino around the 
world. This is mainly a consequence of the amazing discovery by some mathematically mind- 
ed players that they could actually gain an advantage over the house by using a technique 
known as “counting”. 


Casino operators, not surprisingly, began to revise their rules of play! With correct play the 
house advantage can be reduced to something under 1%. Although in time this 1% will prove 
decisive, it is far lower than for other gambling games, and offers the player a good chance 
of winning often. 


HOW TO PLAY 

The player’s object in casino Blackjack is to beat the dealer. This can be achieved in two 
ways: 

When the player has a higher total than the dealer but not exceeding 21. 


When the dealer’s total exceeds 21 (assuming the player has not exceeded 21 first). If the 
drawing of extra cards to the initial deal causes the point total to exceed 21 then that hand 
is said to be busted and the bet is lost. 


If the original two card hand contains an Ace with any 10 or picture card (J,Q,K), the hand is 
called blackjack and the player's bet is paid at 3 to 2. If the dealer and the player are both 
dealt blackjack then the hand is said to be a “push”. All bets are paid off at even money, 
except for a blackjack hand. When the player “doubles” or “splits” the payoff is equal to the 
new doubled bet. Each card is counted at face value, 2=2 points, 5=5points, etc. The face 
cards (J,Q,K) are counted as 10 points. The Ace can be counted as 1 point or 11 points at the 
player’s discretion. 

The dealer must count his Ace as 11 if that gives him a hand totalling 17 to 21, otherwise he 
must count the ace as 1 point. In some casinos, the dealer’s Ace will count as 1 point when 
combined with cards totalling 6 points, and the dealer will have to draw until he forms a hand 
of at least 17. 


DEALER’S RULES 
The dealer must play by strict rules. He must draw to any hand 16 or below and stand on any 
total 17 to 21. The dealer has no options and cannot deviate from the above stated rules. 


PLAYERS’ OPTIONS 
Unlike the dealer, the player can vary his strategy. After receiving his first two cards the play- 
er has the following options: 


HITTING: 
lf the player is not satisfied with his two card total he can draw additional cards. 


STANDING: 
If the player is satisfied with his original two card total then the dealer will not deal any more 
cards to the player. 


DOUBLING DOWN: 

This option allows the player to double their original bet, in which case the player must draw 
one more card only. After this card has been dealt, if the hand has not busted then the deal- 
er’s turn will follow. 
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SPLITTING: 

The player can only do this if he is dealt two cards of equal value on the initial deal. Any com- 
bination of 10, J, Q or K is also considered to be a pair. One more card is dealt to each card 
making two hands. A second bet equal to the first is used for the second hand. These two 
hands are then played individually. If either of these two hands consists of a pair, the hand 
may be split again. Double-down is also permitted on split hands. The only exception is a pair 
of aces. This hand may only be split once and one card only is dealt to each ace, ending the 
player’s turn. After the player has played both hands the dealer plays their hand. 
INSURANCE: 

If the dealer’s upturned card is an ace the player may take “insurance” against the dealer 
having a blackjack. The insurance consists of a side-bet equal to one half of the original 
stake. This side-bet is independent of the original bet and is unaffected by the result of the 
current game. If the dealer has blackjack the insurance bet is paid back at 2 to 1 - otherwise 
the insurance bet is lost. 


HOUSE RULES 


LONDON CASINO RULES 

Doubling down is only permitted on two card hands totalling 9 to 11 only. 4-6 decks are used 
as standard. If the player draws a 2 on an ace and 8 double down hand the total counts as 11, 
not 21. Splitting is not permitted on pairs of 4s, 5s or 10s, and no re-splitting is allowed. Only 
players who have blackjack may insure against the dealer having a blackjack hand. 


DOWNTOWN LAS VEGAS RULES 
The dealer must draw on a hand totalling 17, if an ace card has been counted as a one. Players 
may double down on any two card combination. 


LAS VEGAS STRIP RULES 
The dealer must draw to totals of 16 or less, and stick on any total of 17 to 21. The player may 
take insurance if the dealer’s up-card is an ace (also applies to Downtown Vegas). 


ATLANTIC CITY RULES 
Identical pairs may be split, but not re-split. Players may double down on any two card combi- 
nation. The dealer will not take additional bets players have made by a split or doubling down 
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if the dealer turns up a blackjack. Therefore, players can double down or split without the risk 
of seeing the increased bet wiped out by a dealers blackjack. 


WINNING STRATEGIES 


Standard Counting: 


This is the basic counting system used by many to gain an advantage over the house during 
a blackjack game. It is important to try and calculate the number of 10s and ace cards 
remaining in the deck, as this will give you an indication of how much you should bet. 


Each card is attributed a numerical value and the player must keep a running total of the val- 
ues of the upturned cards and discards in the pack. The value of each card can be seen by 
selecting the COUNT option from the menu. As each hand is played the count value of each 
card should be added to the total. The higher the count the higher the chance of the next card 
being a 10 or an ace becomes. Thus, when the count is high the player should stake more. 
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Expert Counting: 


This system is basically a fine tuning of the standard counting system and offers a much bet- 
ter chance of winning a hand than standard counting. The player will still lose hands but they 
will win a greater amount overall. As with standard counting each card in the deck is attrib- 
uted a value. The worst card a player could possibly receive is a 5 as it offers fewer chances 
of making a good hand than any other. Taking this into consideration, 5s are assigned the 
highest value in the count, due to the fact that as each 5 is played it makes the remaining 
cards in the deck more favourable. Thus 6s, 4s, 3s and 2s that are the next worst cards are 
also given high count values. Again, expert count values can be seen by selecting COUNT 
from the menu. The player’s winning chances can be calculated more accurately by dividing 
the count value by the number of cards remaining in the deck. This calculation can be made 
easier by multiplying the current count value by 100. 


Cool Hand Blackjack is controlled using the direction pad (Control Pad) and the A & B buttons 
on your Game Boy. On most of the screens you will see a pointing hand which can be moved 
to the desired icon by using the Control Pad. Pressing the A or B button will select the item 
that the hand is pointing to. If you require help at any point during the game itself, move the 
hand to the icon representing the subject you require help for and press the START button. 
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Alternatively, you can select the HELP option from the menu which will allow you to select 
the subject you want to view. Before playing a Blackjack table you must first set-up the 
options governing the play of the game such as the house rules and betting. 


OPTIONS 

This menu option allows you to select the number of decks you want to play with. In London 
and Atlantic City casinos the minimum number of decks used is 4, so you will not be able to 
select the 1 and 2 deck options. The betting unit represents the minimum bet for the table 
you are playing on. As you progress through the game you will move onto tables with higher 
betting limits and higher minimum stakes. At the start of the game the betting unit is set to 
2, but after successive games you can choose either to move on to the next table with a high- 
er betting limit or go back to a previous table to play. 
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BLACKJACK INSTRUCTIONS 


HOUSE RULES 

This option allows you to choose the casino you wish to play in. Each casino has it’s own set 
of rules, which are in addition to the standard rules of Blackjack. For example, London casi- 
nos will not allow a split on pairs of 4, 5 and 10. Use HELP for more information on the house 
rules for each casino. 


BETTING BEFORE PLAY 

Before each hand is dealt you must first specify the amount you want to bet. Move the flash- 
ing cursor and use up and down on the Control Pad to alter the amount you wish to bet, then 
press START, A or B to continue. 


PLAYING 

After specifying your stake, the dealer will deal the cards and a menu will appear listing the 
available options for play. Pressing left or right on the Control Pad will switch the menu to an 
alternative list. 

PLAY will return you to the previous menu. 

COUNT will display a screen showing you the current card count—use HELP or press START 
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in the COUNT section for information on Card Counting strategies. 

HELP will display a list of topics for you to view. 

Pressing START will exit back to the game from HELP mode. 

QUIT stops the current game and you will be asked if you are sure you want to quit—select- 
ing NO will put you back in the game, otherwise selecting YES will quit the game. 
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ABOUT SOLITAIRE 


The name “Solitaire” applies to any card game played by one person who deals out the cards 
and then assembles them into groups according to the rules. A single deck of 52 cards is 
usually used. 


In COOL HAND Solitaire you will find that multiple deck options apply to certain games. 
Usually the cards are ordered: A, 2, 3, 4, 5, 6, 7, 8, 9, 10, J, Q, K, or.....K, Q, J, 10, 9, 8, 7, 6, 
5, 4, 3, 2, A. In either case the ace always has the lowest value. 


Generally, the player deals out groups of cards to form a layout. The layout of a particular 
Solitaire game is really what makes each type so interesting. In most games the object is to 
form bases, upon which available cards are placed on to in a sequence according to their 
value, and, depending upon the rules, their suit as well. 


COOL HAND Solitaire gives you four different games. 
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KLONDIKE 

The card placement formation for this game is 7 columns of cards, in a 28 card layout. The 
far left column contains just one face-up card. The next column contains one face-down and 
one face-up card. Columns 3-7 carry on in this fashion with 2, 3, 4,5 and 6 face-down cards 
all covered at the bottom by a face-up card. This gives the layout of cards a sort of triangu- 
lar appearance which is the main feature of Klondike. Any aces showing are taken out from 
the layout and used as bases to be made in ascending order for each suit. Cards may be 
shifted from one column to another, to form descending sequences in alternating colours 
(red-black or black-red). Any removal of face up cards to another column allows the next 
face-down card on that column to be turned up. When a column is completely cleared then 
any sequence starting with a king (or a single king) can be moved into the vacant space. If 
at any time there is no possible “move” then a card from the pack is turned up and an 
attempt is made to use it on the base piles or card columns. If it is of no use then is placed 
on the discard pile. 


The player can use a card either from the main pack or the top card from the discards as 


required. When there are no cards left in the pack then the discard pile is turned over and is 
reused. 


Fy 


The game is over when there are no cards remaining in the pack or discard pile, or when the 
player has no possible moves left. In the following examples a card is represented as: 
C=Club, S=Spade, D=Diamond, H=Heart. 


JH kk kK kk kk kk ok 
3H kk kk kk kk bk 


kk KK kK kK 
3C 


PH kk kk kk 

9S wk kK 
++ AD ** 
++ KS 


The ace of diamonds can be placed on a base. 


JH wk kk kk kk tk ok 
3H ak kk KK ORK kK 
3G wk KK kk kk 


2H kk kK kk 


9S 6C * 
AD + , 
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++ KS 
The 2 of hearts can be placed on the 3 of clubs. 


JH kk kk kk kk kk kk 


3H wk kK kk kk kK 


3C OH kk kk kK 
2H wk kK ORK 
9S 6C ** 
AD + bis 
++ KS 


No more moves are possible, so a 10 of spades is drawn from the deck and placed on the 
jack of hearts. 


JH kk KK kk kK kk ORK 


TS 3H kk kk kK Kk KK 
3C OH ak KK KK 

2H kK RK RK 

9S 6C ** 

AD + = 
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The 9 of hearts can now be moved onto the 10 and the card revealed is a 5 which can be 
moved onto the 6 of Clubs. 


JH ak kK AS ak kk kk 
TS 3H ak ak kk kk 
9H 3C ak kk kk 


2H kk kk kk 
9S 6C ** 

AD + 8 aa 

++ KS 


The revealed card is an ace of spades which can be moved onto another base. 


JH kk kk KS kk kk kk 
TS 3H kk ak kK ORK 
OH 3C kk kk kk 
PH ak RR ORK 
9S 6C ™* 
AD AS 5D JS 
+ + 
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This leaves an empty group, so the king of spades can be moved into it. 
ELEVENS 


Eleven’s is a Solitaire using the face value of the card only, (Ace=1) and picture cards have 
no value. The cards are dealt face up one at a time in a left to right, top to bottom 3 x 3 card 
layout. The objective is to get all the cards in the deck into play by covering up other cards. 
At any time whilst dealing, any two cards may be covered up if their sum is eleven e.g. Ace 
&10,3&8 


Any three cards may be covered up if they are of the same face value—or if they are all pic- 
ture cards. But, the three cards must be in a row, horizontally, vertically or diagonally. The 
cards are always covered by undealt cards from the deck. In this example two cards are 
removed from the deck and placed next to each other. 


99 
As these two cards do not add up to eleven another card is dealt, a 5. We now have: 
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995 
No moves are possible so another card is dealt—a 2: 


995 
2 


There a now two possible moves, covering a 9 and 2. When this is done, two new cards are 
dealt, a 6 and a7: 


695 
7 


There is a move, the 6 and 5, so two more cards are dealt, a 3 and a King: 


39K 
7 


When the whole 3 by 3 layout is formed, the only way to draw from the deck will be by cov- 
ering up existing cards. This process is repeated until there are no more cards left in the 
deck, or no possible moves left to play. 
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MONTE CARLO 


Monte Carlo is a Solitaire using the face value of the card only. Multiple decks can be used 
in this game. An array of five by four cards is dealt from the pack, starting from the top left. 


For example: 


468TQ 
A3579 
JK236 
94803 


If any two adjacent cards of the same value are touching vertically, horizontally or diagonal- 
ly then they are removed from play. The cards remaining are moved along from left to right 
and up the layout and two new cards are dealt from the deck to fill the gap at the bottom 
right. This is repeated until all the cards have been removed from play. 


In the following example, the highlighted 3’s are to be removed: 
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468TQ 
A3579 
JK 2 [3] 6 
948Q [3] 


The 6 at Row 3, Column 5 is moved left to Row 3, Column 4 to fill the gap and the 9 at Row 
4, Column 1 is moved up to Row 3, Column 5: 


468TQ 
A3579 
JK2<-6 
948Q 


468TQ 
A3579 
JK26<-9 
48Q 


Two more cards are dealt from the deck a 7 and a Jack: 
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468TQ 
A3579 
JK269 
48Q7J 
The 9’s at Row 2, Column 5 and Row 3, Column 5 can now be removed. 


468TQ 
A357 [9] 
JK 26 [9] 
48Q7J 


468TQ 

A357 <-J 

K26<-48 

Q7J 

Two new cards are dealt from the deck, a 6 and 2: 


468TQ 
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A357J 
K2648 
Q7J62 


The 6’s can now be removed: 
468TQ 

A357 J 

K 2 [6] 48 

Q7 J [6] 2 

CALCULATION 


A simple, intriguing Solitaire in which all cards are given values, Ace=1, Jack=11, Queen=12 
and King=13. The game can only realistically be played with one deck. 


Although the basic rules allow only going through the deck once, the number of times the 
deck can be used is selectable from the options menu. 
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There are four base rows and four discard piles. The object of the game is to get all the cards 
into the rows and have no cards on any discard pile. 


The deck is shuffled and four cards are removed from it, an Ace, 2, 3 and 4. Each card is 
placed to start each row. These four initial values indicate the incremental value for each 
group. 


Group 1: 1, 2, 3, 4, 5, 6, 7, 8, 9, 10, 11, 12, 13 
Group 2: 2, 4, 6, 8, 10, 12, 1, 3,5, 7,9, 11, 13 
Group 3: 3, 6, 9, 12, 2, 5, 8, 11, 1, 4, 7, 10, 13 
Group 4: 4, 8, 12, 3, 7, 11, 2, 6, 10, 1,5, 9, 13 


When a Card is dealt from the deck, it may be placed on any of the rows if it is the next card 
in the sequence for that row. If the card cannot be placed then it must be placed on one of 
the four discard piles. 


Also, the top card on any discard pile is always available for play, but top cards may not be 
moved from one pile to another. When a discard pile has been used up one of the top cards 
from another discard pile can be moved into place. 
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Once a group number in a sequence gets above thirteen, thirteen is subtracted from the 
value. i.e. Group 4 sequence is 4,8,12, & 16 so 16-13 is 3. 


For example: 
A 

2++ 

3++ 

4 


A 3 is dealt from the deck and put on discard pile 1: 


A 

23+ 
3+ + 
4 


A 2 is dealt and put onto group 1: 


A,2 
23+ 
3++ 
4 


The 3 is removed from discard 1 and also placed on group1: 


A,2,3 
2++ 
3++ 
4 


An 8 is dealt and placed group 4: 


A,2,3 
2++ 
S++ 
48 
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A7 is dealt and placed on discard 1: 


A,2,3 

27+ 

S++ 

48 

A 4 is dealt and placed on group 2: 
A,2,3 

247+ 

34++ 

4.8 


Play continues in this manner until all the cards have been placed in the array. 


SOLITAIRE INSTRUCTIONS 


Solitaire can be controlled using the Control Pad and the A & B buttons on your Game Boy. 
On most of the screens you will see a pointing hand which can be moved to the desired item 
by using the Control Pad. Pressing the A or B button will select the item that the hand is 
pointing to. 


SETTING UP THE GAME 

The SETUP screen allows you to alter various parameters governing how the game is played. 
Selecting PLAY will start a new game in the chosen style of play. You can choose the style of 
Solitaire you wish to play by selecting the appropriate box on the GAME STYLE screen. 


The MUSIC option will toggle the game music on and off as required. By selecting OPTIONS 
you can change some factors to affect the style of play. You can change time limits, number 
of decks or deck passes in the Calculation game. 


HINT MODE 
You can also choose whether or not you wish to use the HINT function. When enabled, Monte 
Carlo and Eleven’s will prompt you with ways in which you can place or remove cards by 
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flashing them briefly. Calculation displays the next card in the sequence. Klondike helps when 
placing cards on the bases. When HINT is enabled the statistics for that game will not be 
accounted for on the GAME STATISTICS screen. 


The GAME STATISTICS shows the average, best and worse cases for the number of cards 
placed, games won and lost, and so on. During the game you can access a POP-UP menu at 
any time by pressing the START button. 


Selecting PLAY will put you back into the game; selecting HELP will display the help text for 
the particular game you are playing. Selecting QUIT from the POP-UP menu will stop the cur- 
rent game. You will then be prompted to confirm if you are sure you want to quit. Selecting 
NO will put you back in the game, otherwise selecting YES will quit the game. 
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ABOUT CRIBBAGE 


Cribbage is one of the oldest of card games. There are two forms, known as Six-Card and 
Seven-Card. They differ in the number of cards dealt to each player. Seven card is not nor- 
mally played due to the complexity of the scoring (this is taken care of by the computer, so 
making it more accessible).The following instructions only deals with six-card cribbage as it 
is the simplest and more popular version. 


INSTRUCTIONS 

The objective in cribbage is to reach a stated number of points, normally 121. To begin, the 
players cut for the ‘crib’, the player who picks the highest card (Ace low) wins. When the 
cards are dealt face down, each player looks at their hand and selects two cards, which are 
put into the ‘crib’. These cards are then put to one side and will be used at the end. The score 
of this extra hand will be added onto the person who has the ‘crib’ and therefore the princi- 
pal of discarding is different for the two players; The ‘crib’ owner should not only try to make 
the best hand out of the cards provided but also put cards into the ‘crib’ which could make 
a good score. On the other hand the player who doesn’t have the ‘crib’ should put in cards 
that shouldn’t be an advantage to the ‘crib’ owner. Once this has been done one card is cut 
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from the deck, this is done by the non ‘crib’ owner. This card is used by both players as an 
additional card for their hand. If this card is a Jack, two points are scored for ‘HEELS’. 


Now play begins; Each player will have four cards remaining in their hands. Beginning with 
the non ‘crib’ owner, a card is played in turn until no cards remain. When each card is played, 
it is added onto the total. The total may not exceed 31. If you only have a card that will make 
the total exceed 31 the player says ‘go’ and play returns to the other player. When both play- 
ers cannot play a card, the cards are turned over and the total becomes 0. 


POINTS SCORED 


PAIRS. Two points are scored when a card is played with the same value as the last card 
played. If a third card is played with same value as the first two then six points are scored. If 
a fourth card is played with the same value as the first three then 12 points are scored. 


RUNS. If three cards are played in succession and could be arranged to form a run of three 
then three points are scored. If a 3 is played, followed by a 4, then followed by a 5 a run is 
formed. But the same is scored if they are played in a different order. (3,4,5; 5,4,3; 4,5,3; 
etc.). Runs are not only played for a run of 3 cards but also 4,5 and even 6 cards and for a 
run of 4 does not need to be preceded by a run of 3. 
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FIFTEEN. When a card is played and the total is made to equal 15 two points are scored. 
THIRTY ONE. When a card is played and the total is made to equal 31 two points are scored. 


LAST CARD. When the total has reached a point where neither player can play a card for any 
reason, the person who played the last card receives one point. This is played repeatedly until 
all the cards in both played hands are used up. Then each player picks up their hand again 
and now the final phase can begin. The original hands are scored up and also the ‘crib’. 


THE SHOW 

The ‘crib’ owner shows their hand first, then the other player, and finally the ‘crib’. 

FIFTEEN. Any combination of two or more cards which total 15 scores two points. Any pic- 
ture card counts as 10. For example a hand consisting of 10 5 3 and 2. Scores 2 for the 10+5 
and 2 for 10+3+2, which equals four points. The same card can be used more than once pro- 
vided that some of the components change. So a hand of J,5,5,5,5 would make 6 fifteen’s 
because there a four J+5’s, and two 5+5+5’s. 


PAIRS. Any two cards of the same value make a pair and score two points. So the hand of 
J,5,5,5,5 would also make 3 pairs. 
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RUNS. Any three or more cards that can be arranged in a sequence count as arun and scores 
three points. For example, 4,5,5,6,7 would make two runs of 4,5,6 and two runs of 5,6,7, and 
score twelve points. 


NOB. When a hand contains a Jack of the same suit as the turned-up card, one point is 
scored. 


Once the hand is complete the ‘crib’ changes to the other player and play starts again. When 
the score reaches the chosen value (normally 121) at any point the game ends. 


AUCTION 


In normal cribbage there is one factor that can spoil many a good hand, that is putting cards 
into the ‘crib’. For example 7,8,9,7,5,5. If you discard the two 5’s, you may give your oppo- 
nent a good ‘crib’, so you have to ruin your own hand to prevent this. So in auction cribbage 
you bid against the other player with points taken from your score. 


CRIBBAGE INSTRUCTIONS 


Cribbage can be controlled using the Control Pad and the A & B buttons on your Game Boy. 
On most of the screens you will see a pointing hand which can be moved to the desired item 
by using the Control Pad. Pressing the A or B button will select the item that the hand is point- 
ing to. When initially selecting the two cards to put into the crib use A to toggle the selection 
and B to continue when two cards are flashing. 


SETTING UP THE GAME 


The SETUP screen allows you to alter various parameters governing how the game is played. 
Selecting PLAY will start a new game in the chosen style of play. You can choose the style of 
Cribbage you wish to play by selecting the appropriate box on the GAME STYLE screen. The 
MUSIC option will toggle the game music on and off as required. 


By selecting OPTIONS you can change some factors to affect the style of play. You can change 


the score limits and level of difficulty. During the game you can access a POP-UP menu at 
any time by pressing the START button. 
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Selecting PLAY will put you back into the game; selecting HELP will display the help text for 


the particular game you are playing. Selecting HINT (when available), will use the computers’ 
logic to select the best possible cards. 


Selecting QUIT from the POP-UP menu will stop the current game. You will then be prompt- 


ed to confirm if you are sure you want to quit. Selecting NO will put you back in the game. 
Selecting YES will quit the game. 
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TAKE TWO LIMITED WARRANTY 


The manual and the software programs and audiovisuals of the accompanying media which are described by the 
manual, are copyrighted and contain proprietary information belonging to Take-Two Interactive Software, Inc. ("Take- 
Two"). No one may give or sell copies of this manual or the accompanying media or of the listings of the programs to 
any persons or institution, except as provided for by written agreement with Take-Two. No one may copy, photocopy. 
reproduce, or translate this manual, or reduce it to machine readable form. in whole or in part. without the prior 
written consent of Take-Two. Any person(s) reproducing any portion of this program, in any media, for any reason, 
shall be guilty of copyright violation, and shall be subject to civil liability at the discretion of Take-Two. 

Limited Warranty 

Neither Take-Two Interactive Software, Inc. ("Take-Two") nor any dealer or distributor makes any warranty, express 
or implied with respect to this manual, the Game Pak or any related item, their quality, performance, merchantability, 
or fitness for any purposes. Some states do not allow limitations or implied warranties on how long an implied 
warranty lasts, so the above limitation may not apply to you. 

As a condition precedent to the warranty coverage provided below and to ensure identification. the original purchaser 
must complete and mail to Take-Two Interactive Software, Inc., 575 Broadway, New York, NY 10012, within 30 days 
after the purchase, the Registration/Warranty card enclosed in this product. To the original purchaser only, Take-Two 
warrants the media to be free from defects in materials for 90 days. If during the first 90 days of purchase, a defect in 
media should occur, the software may be returned to Take-Two, who will replace the media at no charge. If at any 
time after the initial 90 day period the media becomes defective, the media may be returned to Take-Two for 
replacement at a reasonable service charge. In no case will Take-Two be held liable for direct, indirect, or incidental 
damages resulting from any defect or omission in the manual, or any related items and processes, including, but not 
limited to, any interruption of services, loss of business, aniticipated profit, or any other consequential damages, so 
the above limitations or exclusions may not apply to you. This warranty gives you specific legal rights, and you may 
also have other rights which vary from state to state. 

IMPORTANT: The above warranty does not apply if you make any unauthorized attempt to modify or duplicate the 
product, or if the product has been damaged by accident or abuse. 


Take-Two Consumer Services Hotline (724) 539-6407 
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